Games fromVideojug.com

How To Play 'What's The Time Mr Wolf'

Play 'What's The Time Mr Wolf'. The children of St Cuthbert's School take you through the rules of the playground game 'What's the time Mr Wolf'. A classic game for younger children. 

Step 1: For this game you will need

A Wall
People To Play

Step 2: Choose Mr. Wolf

One person is chosen to play the Wolf. They can be chosen by a quick game of 'Ip Dip'. The rules for this game may be found in the Videojug film 'How to Play Ip Dip'. Alternatively you can just nominate someone to play Mr Wolf. Mr Wolf stands facing a wall, with her back to the rest of the players.

Step 3: Ask the time

Everyone else starts out at a base at the opposite end of the playground to Mr Wolf. They all ask loudly, "What's the time, Mr. Wolf?".

Step 4: Call the time

Mr. Wolf calls out a time of day. For example, "It's 5 o' clock!". The other players then take the same number of steps forward as the time called out by the Wolf. So if the wolf said 5 o' clock, the players take 5 steps forward, counting out loud as they go.

Step 5: Repeat

They ask the wolf the same question again and the Wolf answers with a different time like 3 o' clock. The rest of the players step forward again according to the time called out.

Step 6: Dinner time!

Repeating this a few times allows the players to get very close to the Wolf. The closer they get the more exciting it gets, because at her discretion, the Wolf can shout "Dinner time!" Which is the cue for the Wolf to chase the players and try to tag them. The person the Wolf catches becomes the next Mr. Wolf.

How To Play Stuck In The Mud

How To Play Stuck In The Mud. Playground games experts show us how to play this classic twist on 'It'. A game that has been around for generations, but is still wildly popular in playgrounds. 

Step 1: You will need

· 6 or more players

· an open space

· bags of energy

Step 2: Who's It?

First you must choose who is going to be 'It.' You can use any method you like to decide. The fair way to do it is with a rhyme like 'ip dip'. Everyone stands in a circle. One person goes around the circle of players and points to each one on every word. The player who is pointed at on the last word is out. This is repeated until there are just 2 players in the circle. You could have 2 people who are 'It' to make the game more interesting.

Step 3: Run!

The people who are 'It' chase everybody else around the playground trying to tag them.

Step 4: How to get stuck

Any player who is tagged becomes stuck in the mud and cannot move. They must stand still with their legs apart and arms stretched out until someone releases them.

Step 5: How to get unstuck

Players who are stuck in the mud can be released by free players, who must run under stuck players outstretched arms.

Step 6: Game over

As the game goes on, more and more players get stuck. The last free player wins the game.

How To Play Hopscotch

Play Hopscotch. The children of St Cuthbert's School take you through the rules of the playground game 'Hopscotch'. Been around for centuries, but still a popular game for school children. 

Step 1: To play this game you will need

Some chalk 
A stone to use as your marker 
An area of ground to draw your grid
One or two friends

Step 2: Draw the grid

Find a clear area in the playground to draw your hopscotch grid. Make sure you have permission to draw it first. There are lots of different ways to draw the grid. We are going to play with 8 squares. As an example, draw boxes 1, 2, 5 and 8 as single boxes. 3 and 4 and 6 and 7 are drawn in pairs.
Once you've learned the rules, you can make the grid as complicated as you like.

Step 3: Throw the marker

The first player throws the marker into square 1.

Step 4: Hop

The same player hops over the 1st square with the stone marker, and then to the end of the grid, hopping on one leg in the single squares and jumping into the squares next to each other. They turn at the end and come back, stopping to pick up the marker.

Step 5: The next level

Next, the same player throws the marker in the second square, as they go up the grid, they hop over it, and as they come back they pick it up

Step 6: The rules

If the player throws the marker into the wrong square, it's the next player's turn.
If a player steps on the lines of the grid while hopping, or puts both feet down in a single square, it is the other player's turn.

Step 7: The winner

The person who gets to the end of the grid first wins the game!

Step 8: Done

How To Play Benchball

How To Play Bench ball. Experts in playground games show us how to play bench ball. A good fun game that will keep kids fit and healthy! 

Step 1: You will need

· at least 8 players

· 3 soft spongy balls

· 3 benches

· a referee

Step 2: Set up

Place a bench at either end of the play area and put a third one half way between the other two benches. The middle bench is the boundary that separates the two teams.

Step 3: Pick teams

The referee divides the players up into two equal sized teams. Each team sits on the bench on their side.

Step 4: Attack!

Three balls are placed on the middle bench. When the referee says 'go', everyone rushes forward and tries to grab a ball. They attack the opposing team by trying to hit them with a ball below the knee.

Step 5: Go to prison

If a player is hit by a ball below the knee, they must go over to the other team's side and stand on the bench at the end facing their own team. They are now the opposing team's prisoner. The aim of the game is to send the whole of the opposing team to prison.

Step 6: Attack from the bench

Prisoners on the bench are in a prime position to attack the opposing team. From the bench they have a clear aim and can easily bombard the other team.

Step 7: Free a team-mate

Even if a player has been made a prisoner, they still have a chance to get back in the game. If the captured player catches a ball thrown by a member of their team, they throw it back to the same person who threw it. If this player catches the ball, the prisoner is free to rejoin their own team and seek revenge. 
A prisoner who has been freed can also allow someone else on the bench to go free in their place. This is a tactical play that means a better thrower or catcher can stay on the bench and field the balls back to their team.

Step 8: The winning team

When the final player from a team has been imprisoned, the other team has won.

How To Play Duck Duck Goose

Play Duck Duck Goose. The children of St Cuthbert's School take you through the rules of the playground game 'Duck Duck Goose'. A running game directed at children. 

Step 1: You will need

· Lots of people to play

Step 2: Sit in a circle

All the players form a circle and sit down in their places.

Step 3: 'It'

One person is 'It'. She walks around the outside of the circle.

Step 4: Say Duck

As she passes the rest of the players, she taps each of their heads and says 'Duck' each time she does.

Step 5: Call Goose

The person who's 'It' continues to go around the circle saying 'Duck' until she decides to tap someone and say 'Goose!' This person has to chase 'It' as she runs back to her place in the circle.

Step 6: A new 'It'

If 'It' reaches her place before she gets tagged, the person chasing her becomes 'it'. 
The new 'It' goes around the circle tapping people's heads and saying 'duck' just the same as in the first round.

Step 7: 'It' again

He will call someone 'goose' and be chased back to his place in the circle. If he is tagged, he must be 'It' once more and the person chasing returns to his place in the circle.

Step 8: Done

Play the game in this way as many times as you like.

How To Play Hot Potato

Play Hot Potato. The children of St Cuthbert's School take you through the rules of the playground game 'Hot Potato'. A great hand-eye co-ordination game for kids to learn at an early age. 

Step 1: For this game you will need

A Ball
Some People To Play

Step 2: Form a circle

Everyone stands in a circle.

Step 3: Pass the ball

The ball is passed around the circle from player to player quite slowly at first.

Step 4: Count down

One person calls out 'Hot Potato' and counts down from 10 to 1. The ball becomes a hot potato that no one wants to hold and gets passed around faster and faster.

Step 5: Down on one knee

The person who is left holding the ball when the counter reaches 1 then has to go down on one knee.

Step 6: Down on two knees 

This happens all over again. Whoever ends up with the hot potato must go down on one knee. If a player is left holding the hot potato a second time, they must go down on two knees.

Step 7: Out

If a player catches the hot potato a third time, he's out. As the game goes on, he'll be joined by another player, and another, and more and more players until eventually there will be just two players left in the game.

Step 8: The final round

The ball is passed back and forth between them until one of the players who's out calls 'Hot Potato' and counts down from 10 to 1. The last person left with the potato on the count of 1 loses. The other player wins!

Step 9: Done

How To Win At Conkers

The "conker" season is upon us and if you're planning to get one up on your mates by defeating their prized conker, then VideoJug has teamed up with the NSPCC's Champion Conkerers to show you all the dark arts of defeating your enemy's prized nut.. And remember it is meant to be fun! 

Step 1: What are conkers?

"Conkers" are the seeds of the Horse Chestnut Tree. A conker is a hard brown nut that's encapsulated in a green, prickly shell which falls from the trees at the beginning of autumn.
In contrast to the nuts produced by the Sweet Chestnut tree, conkers are NOT to be eaten by humans.

Step 2: How to play conkers?

If you're serious about your game, choose your conkers wisely. The best ones are symmetrical in form, firm to the touch and should not be cracked.

Make a hole through the middle of your conker, going from the dull area at the top and down through the bottom.

Choose a sturdy bit of string as this adds to the power of your conker. Thread a length about 12 inches long through the hole and tie a knot at one end.
The two players, each with a conker threaded on a piece of string or a shoelace, take it in turns to hit each other's conker, until there is only one left. 
If they miss, they are allowed up to two further goes. If the strings tangle, the first player to call “strings” or “snags” gets an extra shot. If a player drops his conker or it is knocked from his hand, the other player can shout “stamps” and immediately stamps on the conker; but should its owner first shout “no stamps” then “stamps” are disallowed and the conker hopefully remains intact. 
This can cause great pain to the loser and sheer joy for the winner...
Conkers are an incredibly competitive and addictive game, friends will soon become enemies.
If you manage to smash your opponent's conker to smithereens, your conker gets the score that your opponent's conker had, plus one for winning. So for example, if two none-ers play, the surviving conker will become a one-er. But if a two-er plays a three-er, the surviving conker will become a six-er.

Step 3: Cheat to win

Cunning conkerers know that the best way to win is to cheat. And there are many traditional ways of (illegally) hardening conkers before the battle. 

The first and most famous method is to soak it in vinegar, a dastardly deed that actually got ex-Python Michael Palin disqualified from the 1993 National Conker Championships. The cad.

If you fancy this, then leave your conker soaking in vinegar for at least 8 hours, or try substituting paraffin or even salt water. 

The second method is the bake. Place your conker in the oven for no more than half an hour at over 200 degrees celcius (or gas mark 6) to harden it.
If you're really keen you can try hollowing it out and filling it with glue – or just leaving it in the dark for a year so it ends up all shrivelled and gnarled. Or if you're really really keen – you can always try passing it through the belly of a pig. The conker will harden by soaking in its stomach juices. Then you search through the pig's waste to find the conker.”

Step 4: Professional tips

You may have prepared your conker to perfection, but you're going to get nowhere unless you know how to swing it. So we asked rugby heroes Leon Lloyd and Danny Grewcock MBE, champions of the NSPCC's city conkerer cup how it's done.

How To Play Grab The Tag

How To Play Grab The Tag. Experts in playground games show us how to play Grab the Tag. A great children's game which has been popular for many generations. 

Step 1: You will need

· 4 or more players 

· The same number of sashes to use as tags

· an open space

· and bags of energy

Step 2: Who's It?

First you must choose two players to be the catchers. You can use any method you like to decide. The fair way to do it is with a rhyme like this one. 
"Tommy lit the match and the match went out."
Go around the circle of players and point to each one as you say each word. The player who is pointed at on the word "out is out! This is repeated until there are two people left. These people will be the catchers.

Step 3: Tags

Everyone else tucks a tag into the back of their clothes so that most of it dangles down like a tail.

Step 4: Run!

The catchers stand in the middle of the playground. The other players run from one end of the playground to the other while the catchers try to grab their tags.

Step 5: Out

If a catcher grabs a player's tag, that player is out.

Step 6: Game over

The game ends when everybody's tag has been grabbed. The last player to still have their tag wins!

How To Play The Tic Tac Toe Clapping Game

Play The Tic Tac Toe Clapping Game. Experts in playground games show us how to play this fun clapping game. 

Step 1: You will need

· 2 people to play

Step 2: Rhyming and clapping

Say this rhyme in time to this clapping pattern.

"Tic tac toe
going high, going low
going criss cross
lollipop
catch a train
fly to Spain
Tic Tac Toe."

Step 3: Rock, Paper, Scissors

Say "tic tac toe" and on the word "Toe" make the shape with your hand of either a rock, paper or scissors. 
Rock beats scissors
Paper beats rock
Scissors beats paper

Step 4: Pinch cheeks

The winner pinches the other player's cheek. Play again and whoever wins a second time pinches their opponent's other cheek. Then they get to slap them on both cheeks. Not too hard though.

How To Play Wacky Races

The children of St Cuthbert's School in London take you through the rules of the playground game Wacky Races. A great game for the pre-teen kids to enjoy all year round! 

Step 1: You will need

· 2 teams with an equal number of players

· 2 balls 

· 2 fixed points on the ground about 3m apart

· A whistle

Step 2: Form two queues

Each team forms a queue facing straight ahead with one person in front of another. You can put your hands on the shoulders of the person in front of you and stretch your arms out to make sure you are evenly spaced.

Step 3: Pass the ball

When the whistle is blown, the game begins. In each team, the ball is passed all the way down the line alternately under the legs and over the head. Remember it's a race, so the ball has to be passed as fast as possible until it reaches the person at the back of the queue.

Step 4: Relay

The last person with the ball runs to the front of the queue. The ball is passed back in the same way as before. Again, the last person runs to the front of the queue and the game is repeated, a bit like a relay race.

Step 5: The winners

The winning team is the one that reaches the finish line first.

Step 6: Done

How To Play Run-Outs

How To Play Run-outs. Experts in playground games show us how to play the game Run-outs. This will keep children of all ages fit and healthy. An exciting and dynamic game that whiles away the time in the playground. 

Step 1: You will need

· 2 equal sized teams

· somewhere to use as 'Home' like a bench

· an open space

Step 2: Pick teams

Two team captains take turns to choose one player each to join their team.

Step 3: Hide and seek

One team are the seekers and the others have to hide. The seekers close their eyes and count to 30 while the other team runs away and hides in different places.

Step 4: Guard home

Once they have finished counting, the seekers have to find where the other team are hiding and tag them. They leave at least 2 players on 'home' to keep guard.

Step 5: Run home

The hiding team must try to run 'home' without getting caught by the seekers. Once there are three of them back 'home', they have won. 
If a player gets tagged by a seeker before they reach 'home' safe, they are out of the game. If the seekers tag most of the players on the other team so that three of them will not reach 'home', the seekers win the game.

